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an interesting weapon - but I don’t envy 
those of you who run into it . . . 

The Company Report this month is 
from Eon Products, one of the game in- 
dustry’s smail-but-successful specimens. 
Their Cosmic Encounter was an instant 
hit; their new Quirks (see the capsule 
review in this issue) may be another. (By 
the way, we’ll probably have a featured 
review of CE and its expansion kits in 
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utek Package I, Star Trek 111.4, Super Nova. 
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WHERE WE’RE GOING M. 

If you’re a subscriber to TSG, you can Game.” It’s something every role-playing 
skip this section - it doesn’t affect you at gamer ought to read. Not just because it’s 
all. But if you buy your copy at the store, a good yam — Anderson’s always are - 
keep reading. Effective with issue 38 but because it dramatizes one of the less 
- April - we’re changing distributors. attractive aspects of gaming. 

This means that if a store is going to keep “The Saturn Game” tells about a crew 

on selling TSG, it needs to of interplanetary explorers who while 

(a) place an order with one of the big away the years of their trip with compu- 
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California Pacific Computer Co. omme,* 

Presents A , , - 

akalaeeth 

A game of fantasy, cunning, and danger. 

10 different tii-Res Monsters 
combined with perfect perspective 
and infinite dungeon levels create 
the world of Akalabeth. 
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Featured Review: 

AkalaBeth 
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by Steve Jackson 



“Aaahh, yes, son. It’s as I’ve told you 

them, but few return, and fewer yet 
become knights. Knights? They’re Lord 
British’s men. Surely you’ve heard of 
British. He lives in a bloody great castle 
out there somewhere. If you want to be a 
knight, you have to go to him. He’ll help 
you - he has magic to make you strong- 
er and faster. But he’ll send you under- 
ground, on fearful quests. For every one 
that comes back, ten starve to death in 
the wilds or go to fill some monster’s 
gullet. ” 

“So I’ve heard, ” the young man an- 
swered. “I’ll still try my luck. ” 

“Stout lad!” replied the gaffer. “Have 
you got your gear? Good! I think British 
will be pleased with you . . . ” And it was 
a strange thing. When the young man 
turned back a second later, there was no 
sign of the old greybeard. 

lage gates, and out into the countryside. 
Long days he travelled, past forests and 
mountains, villages and ruins that marked 
entrances to the underworld. These he 
avoided, but not from fear. He would kill 

™ut*first he 6 must find \he fabled Lord 



British. He would go on a quest and earn 
the title of knight - or die trying. 

AKALABETH is a fantasy adventure 
program for the Apple II. The player 
takes the part of a single hero — either 
a fighter or mage. He buys food and 
weapons and travels through the country- 
side, looking for trouble. Sound familiar? 

In some ways, this game is trite - it’s 
the old “slay the monster, grab the treas- 
ure” bit. But it’s well-executed, and a lot 
of fun. If you happen to like slaying mon- 
sters and grabbing loot, you’ll like this 

You start by choosing a character. The 
computer will randomly generate charac- 
ters for you. Some of the choices will be 
pretty sorry specimens; hold out for a 
good one. After supplying yourself with 
food and weapons, you head into the 
wilderness. Each day’s move on the 20 x 
20 map uses up one food unit. Should 

matter what your strength or skill. 

Among the features you’ll see as you 
travel are the X-marks that indicate dun- 
geons. Only in the dungeons is there 
danger. When you’re ready for trouble, 
you can move onto one of the dungeon 
symbols and give the “enter” command. 



Once you’re in the dungeon, the view 
changes. You can choose to face any of 
the four directions. Whichever way you 
face, the halls are seen in good perspec- 
tive, and each time you move the view 
changes. You see whatever is in front of 
you, be it blank wall, corridor, monsters, 
ladders, or trap doors. Each time you 
move forward, everything in front of you 
gets bigger - again in good perspective. 
The only confusing part about the per- 
spective view involves the ladders. If 
you’re in a space with a ladder, it will be 
shown in front of you whichever way you 
face. You quickly get used to the oddity 
- and it can be useful. 

Although the view is clear, not every- 
thing is as it seems. Occasionally, a 
section of floor will turn out to be a hid- 
den trap door. The only way to find such 
a section is to enter it. When you do, you 
will fall to the next level, taking minor 
injury in the process. There are also many 
concealed doors. The only way to find 
one is to “walk into a wall.” If there’s 
a door, you’ll go through it and see a new 
scene on the other side. Otherwise, you 
won’t move . . . you’ll just see blank, 
solid wall in front of you. 

AKALABETH uses a “seed number” 
system to generate its dungeons and out- 
door maps. At the beginning of the game, 
the player types in a number. This num- 
ber is then used to generate all maps. A 
given number will always generate the 
same maps - so you can return many 
times to an already-mapped area until 
you finally beat it, ir type in a new num- 
ber each time for a wholly new game. (A 
couple of hints: 2 gives a nice map for 
beginners. 666 contains a death-trap.) 
This is really an excellent feature. 

One feature of the “stocking” program 
will annoy some players: If you wander 
around (for instance) Level 1 of a dun- 
geon for very long, you may kill all the 
monsters there and open all the chests. If 
you go down a level, stay one turn, and 
then come back up, all the monsters 
you killed before will be back on station, 
and all the chests will have magically re- 
appeared - often with the same loot! 

And, as time goes by, you’ll pick up 
a lot of loot. There is no limit on encum- 
brance - another unrealistic aspect - 
which means that you may find yourself 
walking blithely through the dungeon 
with 1,256.9 food units, 17 swords, 12 
axes, nine bows, and six magic amulets. 
(Unfortunately, though you may find 

can’t sell them at villages - or even drop 
them. You carry them around with you 
and hope a thief will steal them — that’s 
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Deus Ex Machina 
MU SHALT m ... 

(Part I) by Bruce Webster 



input, good error trapping, and an excel- 

The cure for both these sins, as for 
many others, is testing by individuals not 
involved in the program development. 
Find people who know nothing about the 
game and who have various levels of com- 
puter expertise, and let them struggle 
with the documentation and the program 
itself. I promise you that they will find 
things you completely overlooked. 

Omit Proper Documentation 



1 recently received a book entitled tured Systems Development by Kenneth This sin, vying with sin no. 1 for being 
Writing Interactive Compilers and Inter- Orr and Principles of Software Engineer- the most common, Is perhaps also the 

preters by PJ. Brown (Wiley, 1979). ing and Design by Zclkowitz, Shaw, and most understandable. It is hard to write 

In it, Dr. Brown listed what he called the Gannon), but I will briefly summarize and maintain good documentation during 

“thirteen deadly sins of compiler writing,” the steps here: (1) requirement analy- all phases of software development. It 

consisting of mistakes commonly made in sis, or defining the requirements for an is also necessary if you want to turn out 

the design and coding of a compiler. acceptable version of the game; (2) programs for other users that are reliable 

Some of these were specific to compiler specification, or just how the game will and easy to maintain. Three types of doc- 




i of your Program 
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Company Report: 

SUN PRODUCTS 



Bill Eberle - Bill is from Concord, 
New Hampshire, where he spends his non- 
game time as a father of two children and 
a salesman for a chemical company. The 
Eberle contribution to game designing is 
a freewheeling thought process. He is 
easily the most artistic of the lot, though 
he could be considered an undeveloped 
talent. Bill likes to begin playing a game 



ute specific ideas to individual members. 
Since the designers all see things from 
their individually warped perspectives, 
the agreed-upon outcome is more often 
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®i,STAfl FLEET 
lit- BATTLES 

^Alternate Damage System 

° ® A ® 

“ 0 . o by Charles Walther 

° ° o ° 7 

There are several problems with Task boxes. 

Force Games’ StarFleet Battles. There are 4. Tracking This includes both 

many scientific and technical errors, the sensor and scanner 

game board is much too small, and the boxes, 

balance is decidedly in favor of the Feder- 5. Control This includes bridge, 

ation. But the game is still enjoyable and, flag bridge, and emer- 

in my opinion, is one of the best tactical gency bridge boxes 

games of space warfare on the market along with auxiliary 

today. What I and other players of the control boxes. 




chart can only be hit once per volley. 
This would cause some of the numbers 
rolled to be read on column B instead of 
on column A. A volley of 20 hits would 
be figured by taking the first ten hits on 
column A and the next ten hits on col- 
umn B for all those numbers underlined 
and in bold print on column A. Allowing 
for this shift of columns, hits eleven 
through 20 would be read off as follows: 
Hull 66.67% 7 hits 

Miscellaneous 16.67% 2 hits 

Weapons 11.11% 1 hit 

Control 5.56% 0 hits 

The control hit was left out in this 
case since it has the lowest probability. 
A volley of between eleven and twenty 
hits would be computed by reading off 
the first ten hits as already given and then 
taking the remainder going again from the 
most probable to the least probable. 

For a volley of up to thirty hits, an- 
other shift of the column would have to 
be taken into consideration. Assuming 
the hull boxes were not yet exhausted, 
the twenty-first through the thirtieth 
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Alternate Damage Chart 



Damage Progression 



Exhausted Category 
Hull hits 

Miscellaneous hits 
Energy hits 



Related Damage 
Miscellaneous hits 
50% Energy, 25% Tracking, 25% Weapons 
50% Weapons, 25% Tracking, 25% Control 
50% Tracking, 50% Control 
50% Control, 50% Damage 



EDITOR’S NOTE: Some players may 

the problem by rolling one die whenever 
the probability of hitting a certain weap- 
on system is only 5.56%. On a roll of 1-3, 




the next lowest probability instead. 
Another objection might be that taking a 
weapon hit on a photon torpedo or a dis- 
ruptor is a more serious loss than on a 
Phaser, so that given a choice, the defend- 
er will usually pick a phaser over a tor- 
pedo when scoring a weapon hit. This is 
also a valid objection, and can be resolved 
by a die roll. If the number of torpedoes 
and the number of phasers carried are 
equal or nearly so, 1-3 is a torpedo hit, 
4-6 is a phaser hit. If there are significant- 
ly more phasers than torpedoes, 1-2 is a 
torpedo hit, 3-6 a phaser hit. If drones are 
carried as well, adjust the roll to reflect 
the ratio of drones to torpedoes and phas- 
ers, so that 1 might be a torpedo hit, 2 a 
drone hit, 3-6 a phaser hit, etc. If the 
only weapons left are phasers, of if only 
a torpedo can be hit from the direction of 

-WB 




STAR CLUSTER OMEGA is a corres- 
pondence game of military conquest, econom- 
ic development, and political intrigue in a 
futuristic setting. You become the leader of a 
planet whose technology has led it to the 
door of interstellar travel. You lead the 
mighty war fleets into battle and command 
the brave troopers of your race in life or 
death struggles on the planet’s surface. You 
direct your scientists’ efforts, control the 
economy, and try to avoid the political 
pitfalls which may lead to bloody revolu- 



To enter STAR CLUSTER OMEGA, send 
$10.00 to cover the initial setup, rules book- 
let, and the first two turns. Thereafter, 
turns are $3.00 each. If you are not complete- 
ly satisfied, you may return the rules book- 
let after the first turn for a full refund. 



C-T SIMULATIONS 
Box 174 

riendswood, Texas 77546 
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GAME DESIGN: 
Theory and Practice 

Part X: Combat Systems 



by Schuessler and Jackson 



fight, and the cc 



built-up areas will make things harder 
on the attacker - just as they make 
movement more difficult. 

Armor and cavaliy are handicapped 
much more than infantry in forests and 
cities. They get dispersed among the trees 
and buildings; their field of fire is greatly 
restricted; they become quite vulnerable. 
Towed guns are much more susceptible 
to changes in weather than armor or 
infantry. Water barriers are the most com- 
mon terrain features in wargaming. It 




where the leadership and morale gets costs of such an effort. mean; he wrote them. Dumping the 

“factored in” and is properly repre- What makes all of this business come rules on an unsuspecting playtester will 

sented by things like combat strength, together into a unified combat system immediately show how carefully thought 

command/control, and supply rules. is a flexible designer and hours of play- out they are. Finally, blind playtest is 

testing. In some cases, we can see where the one thing in a wargame that can’t 

The Envelope, Please the designer came to the game with cer- be faked. Its presence or absence is all 

tain preconceptions about the chrome, too apparent, nearly as fast as you open 

Picking the chrome for a wargame is and persisted well after the pre- had the box or bag. 

the easy part. The work comes when you turned to mis-. Not all chrome works; 

try to figure out just what in the world even some historically valid chrome Next: Research 



Gamer’s Guide 

is an independent critical analysis of the adventure gaming field. The first issue will be 
mailed in early March. Subsequent issues will be bi-monthly. 

GAMER'S GUIDE will attempt to keep you, the gamer, abreast of current happenings 
in the industry. To do this, we will provide reviews of games - role-playing, fantasy, 
science fiction, and historical - in the market. We will also provide "Spotlight", an inside 
view of adventure game publishing companies. 

Additionally, we have Gamer's Classified, a section of the magazine similar to the 
classified section of your newspaper, except that it's free. Anyone, subscriber or not, may 
submit an ad for Gamer's Classified. 

GAMER'S GUIDE is available by subscription only, at a cost of $12 per year In the 
United States. Foreign subscriptions are $15 per year. However, you need not pay now. 
Merely fill in and mail your name and address. We will send you an invoice when we 
mail your first issue. 



Address 

City Stat e 

Send to: Gamer’s Guide 

6124 Hawkins Corners Rd. 

Lee Center, N.Y. 13363 
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playing paRaqon 

by Aaron Allston 




When, very early in my D&D career, I 
rolled up my first paladin (an affable 
chap named Astolph who has an intense 
dislike of undead), I barraged the DM 
with questions about the character’s 



As a role-model, he’ll try to become a 
superb horseman. On the other end of the 
spectrum, an Earthsca paladin may not 
even know which end of a horse is which. 
He’ll become the best seaman he can. 

Some DMs allow non-human paladins. 
Obviously, an elf-paragon will not func- 
tion as does a dwarf-paragon, and neither's 
behavior could be confused with that of 
(yech) a half-orc-paragon. (The concept 
of a prootwaddlc paragon is so chilling 
that I will not deal with it.) The elf will 
fight for woods and streams, for love of 
things green and growing. The dwarf 
will defend deep tunnels and caves of 
dwarfkind; he will be moved much by 
the beauty of gold, though he will not 
accumulate much. The half-ore will 



terms, almost any paragon may have 
Literacy, Courtly Graces, Charisma, 
Diplomacy, New Followers, Tactics, and 
Physicker. A human will also have Sword 
and Shield at the very least; an elf. 
Sword, Spear, Bow, and Woodsman; a 
dwarf, Axe/Mace, Thrown Weapons, En- 
gineer, and Mechanician. An ore might 
have Whip or Monster Followers. 

If the paragon’s society does not dis- 
allow it, bedding a consenting partner 

viously feel sorrow for his opponent (as 
he cuts him down); a paladin can inter- 
pret “mercy” to a surrendering vampire 
as the release of its soul from its soon-to- 
be trashed mortal form. A paragon born 
to a witty Renaissance-type society may 
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There are 100 systems in the Empyrean Ouster. Your goal - 
conquest! To win. you ’ll have to use your resources efficiently . . . 
improve your technology . . . build ships and colonies . . . ally 
wisely . . . and fight decisively. EMPYREAN CHALLENGE has 
not three or four - or even 15 - but 150 players per game. 

Fully computer-moderated; turns approximately every 5-6 weeks. 
Turn fees: $4.00, or .04 per order line, or .20 per ship or colony 
(whichever is greater ) per turn. 



EMPYREAL 

CHALLENGE 
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The professor and his team of experts work frantically to perfect the “Ad Astra” project 
at the university's science center. Just moments before they are ready to conduct their 
final test the outer halls of the building shatter as the radioactive mutants of a devas- 
tated Earth attack! 

Can you as the Human player hold off the fearsome attack of the Mutants? Can you 
as the Mutant player defeat the humans and their brave little robots before they escape? 

You’ll only know after you have played your FREE copy of 

ATTACK or the MUTANTS 

This special introductory version of “Attack of the Mutants” is yours FREE when you send 
$2.00 for our catalog of games. 

Our beautiful lull color catalog has dozens of games from science fiction, history, fantasy and war. Whether you are new 
to Adventure gaming or an old hand you’ll find many exciting titles to select from in this beautiful catalog. 

Send $2.00 to tffk YAQU INTO PUBLICATIONS 
Aft P.O.Box 24767 
TAT Dallas. Texas 75224 



SPECIAL BONUS OFFER 
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They’re Only Metal . . . 

Hi. We’re here to tell you about the latest miniature made by the men 
-from Mars. It’s a dragon. A BIG dragon. And it looks so real, you’d think it 
was about to get up and walk off. 

(Forest, can you get that thing to hold still for a second? The pho- 
tographer’s having trouble getting it focused.) 

It’s the biggest miniature Martian Metals has ever made. It comes in 
seven pieces. Fully assembled, it’s 10 Vi" long, 4 /f wide, and ?>Vi" high. It 
weighs . . . 

(I can’t get a good weight. It keeps wiggling around on the scale.) 

Never mind how much it weighs. 

Normal retail value for this lifelike chunk of metal would be $25.00. But 
you ;can’t get it for cash. You’ve got to buy it the Martian way . . . with 
doshes. 

(Forest, if that thing sets fire to my desk I won’t be able to finish this ad. 
You want a big Martian Metals blank space on the back of SPA CE GAMER?) 

How do you get doshes? Simple. Just look at the back of a DRAGON- 
SLAYERS'card. The DRAGONSLAYERS line of miniatures is, by an incre- 
dible coincidence, also sold by Martian Metals. They’re just as detailed as the 
dragon. But not as big. 

Take a look at the picture below. Then start saving your doshes. That 
dragon is so real, you’d think it was alive. But that’s ridiculous. It’s only 
metal. 

(He had the picture all set up, and the thing jumped right off the table. I 
think it’s under the bookcase. Did you get a shot? Just the tail? Aw, come on. 
We can’t run a picture of a dragon’s tail. Here, dragon. Here, boy. Hey, For- 
est! What does this thing eat? Maybe we can lure it out . . .) 







Martian Metals 

Box 778 Dept. SG 
Cedar Park, TX 78613 
512-S67-3056 



